DOCUMENT RESUME 



ED 220 868 



CS 207 202 



AUTHOR 
TITLE 

INSTITUTION 

SPONS AGENCY 
REPORT NO 
PUB DATE 
CONTRACT 
NOTE 

EDRS PRICE 
DESCRIPTORS 



IDENTIFIERS 



Humes, Ann 

Computer Instruction on Generating Ideas £or Writing 
Description • 

Southwest Regional Laboratoi^y for Educational 

Research and Development, Los Alamitos, Cali£. 

National Inst. o£ Education (ED), Washington, DC. 

SWRL-WP-2-82/03 

30 Sep 82 

400-80-0108 

16p. 

MFOl/PCOl Plus Postage. 

^Computer Assisted Instruction; Computer Programs; 
^Computers; ^Descriptive Writing; Elementary 
Education ; Learning Activities; *Prewr it ing; Training 
Methods; ^Writing Instruction; ^Writing Processes 
Computer Graphics; *Idea Generation 



ABSTRACT 

Noting that computer instruction for teaching 
composition is generally limited to the component skills of spelling, 
punctuation, and grammar, this paper proposes a program that can help 
elementary school students use computers to generate ideas for 
descriptive writing. The first section of the paper provides 
orientation procedures designed to familiarize students with computer 
operations. The second section outlines three lessons that rely 
heavily on computer graphics as stimuli and describes the branching 
that occurs in response to students* input. The third section 
explains how lessons are terminated. (PL) 
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ABSTRACT 



Appropriate computer instruction for elementary school students to 
teach generating ideas for writing description is presented. The 
Initial orientation procedures are discussed. Then the mainline instruc- 
tion and practice are outlined, and the corresponding branching for 
students' responses is described. Termination procedures are explained 
and the screen displays for these procedures are exemplified. A brief 
conclusion discusses the potential of the instruction. 
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COMPUTER INSTRUCTION ON GENERATING IDEAS FOR WRITING DESCRIPTION 
Ann Humes 

Although great advances have been made in computer instruct ion, for 
the content areas of math and science, courseware for teaching composition 
is generally limited to the component skills of writing, such as spelling 
and punctuation* Few programs have been designed to involve students 
in actual composing activities, yet a need exists for computer instruction 
that teaches the process of composing. 

One of the elements of that process entails generating ideas for 
writing, and computers can help students master this composing activity. 
This paper presents appropriate computer instruction on generating ideas 
for a specific l<ind of discourse- description. Graphics are the stimulus 
for the discourse, so they are an essential feature of the program. 
They are specified here for display on a color monitor. However, these 
graphics would be enhanced by presenting them by videodisc or videotape 
if tiie instructional system has such capabilities. 

To explain the design of the computer instruction for elementary 
school students, this paper first discusses the orientation procedures 
students undertake after they have loaded the program disk and the student 
data disk. It then outlines the mainline instruction and practice, 
describing the corresponding branching that occurs in response to 
students' input. The next section explains the procedures that terminate 
the program. This section is followed by a brief conclusion. 
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ORIENTATION PROCEDURES 

At the beginning of the program, students proceed through two of 
three orientation procedures: the log on, introduction, and review. 
In the log-on procedure, student? are presented first with a screen 
displaying the name of the developer, followed after an eight-second 
delay with the name of the program. When the student has used the program 
before, as determined by data found on the d<jta disk, the computer branches 
to the reviev. procedure. When the student hcs not used the program 
before, the computer branches to the introduction. 

The first screen of the introduction, which comprises Section A of 
the first lesson, displays a request for students to type their first and 
last names; the computer files these names. The second screen explains 
the signal for input: the student's name followed by a question mark. 
It also provides bfief practice by requesting that students type in their 
grade level in res|)onse to the signal for input. The next screen in the 
introduction explains how to stop the program when the computer is waiting 
for input. 1 

In the review procedure, a screen displays a review of procedures 
for controlling the program— when to r'ispond, when to push return, and 
how to exit if the student wishes to exit before the program terminates 
the lesson. The next display reviews the questions students are taught 
to use when they generate ideas for writing description (see Table 1). 
After this review, the computer branches students to their appropriate 
re-entry point in the lesson. 

} 
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INSTRUCTION AND PRACTICE 

After orientation, the student is presented with the first instruction. 
Instruction is comprised of three lessons. Lessons 1 and 2 have four 
sections; Lesson 3 has five sections. 

Lesson 1 

Section A of Lesson 1 consists of the introduction to the program, 
as described above. In Section B, the first screen displays an animated 
picture of popcorn popping, and the second displays a closeup of individual 
kernels of popcorn. One of these two pictures appears on the screen 
throughout Section B, depending on which picture is more closely relevant 
to the text on the screen. 

The computer then asks each generating question (see Table 1), and 
the student generates and types in relevant descriptors as answers to 
the questions. The computer poses one question per frame so that students' 
responses can be recorded and evaluated. 



Jable 1 

GENERATING QUESTIONS ASKED 
ABOUT POPCORN 



1. 


What 


does 


it 


look like? 


2. 


What 


does 


it 


sound 1 ike? 


3. 


What 


does 


It 


smell like? 


A. 


What 


does 


it 


feel like? 


5. 


What 


does 


it 


taste like? 
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Each generating question is accompanied by graphic cues that students 

learn to associate with the corresponding question: 

look: eye 
sound: ear 
smell: nose 
feel: hand 
taste: mouth 

If students respond, the computer files the response(s), branches to the 
Say-More Procedure (see Table 2), and subsequently branches back to the 
mainline instruction after matching for appropriate descriptors programmed 
into computer memory. If students do not respond or do not push the 
return .key after their input, the computer branches to the Answer Pro- 
cedure (see Table 3) and subsequently branches riccording to students* 
response to that procedure. 

Table 2 

say-hoke pkoceduke 



Try to typa nora words. 

<fir$t nm€> 

Wh«n you art finlshe;!, please 
push tha RETURN kay. 



— > 



Apprvtprtate cut graphic (I.e., aya, aar, nose, hand, 
mouth). 

Whan RETURN Is pushad, the computer matches words from 
hare, as wall A% words typed Immedtataly before branching 
to this procedure, for appropriate sat of sensory words, 
edjusting for ftpalling errors.* 



If looks, than white , puffy , like snowflekes . 
If sounds, than pop , like rein hitting the roof . 

like fireworks Qoin^ off . 
If smells, then grejsy . delicious . 
If feels, than feethery , rough , as I Iqht es eir . 

warm . 

If tastes, than salty , crunchy , buttary . 

If ona or more of these words Is not matched, unmatched 
Items from epproprlete computer list ebovt are displayed 
In tha following frame: 



Here <ar# $om othsr \ior<U/i$ anothgr uor<f> 
thet tell(s) <what papoorn lookM likt/hoo 
popcorn $ow)d»/hoQ popoorh mmll$/hoo popcorn 
fi$l$/hoQ popcorn ta»t$$>: 



<word$> 



Pleese push RETURN. 



Whan RETURN Is pushad, computer cetegorlies end files 
student's words wKh spelling corractad for matches and 
any prompted words so thet thay can be printed In 
seperete lists: student's and computer's. Than 
computer brenchas back to next frame In Lasson 1: 
Section I. 



Mpalllng errors Inclu^ ^bUd/non-doubled Utters; trensposed letters; ona missing 
latter; vna extre letter; ona wrong letter; Inepproprletely cepltellied words. 
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TabU 3 
ANSWER PROCEDURE 



I am Malting for your answar. 

<fiT$t nams>1 

Pratt RETURN whan you ara 
finlthad. 



— > 



Appropriate clue graphic. 

If the student types in a response, the computer branches 
to the Say-Hore Procedure. 

If the student doas not type In one or more words 
within 30 seconds, the computer displays the following: 



Here are some words that tell 
<queution to he arm)er€d> 

<word8>: 

Press RETURN. 



Computer then displays the list of words that 
answer the question: 

how popcorn looks: white , puffy , like snowf lakes 

how popcorn sounds: pop , like rain hitting the roof , 
like fireworks going off 

how popcorn smells: greasy , del Iclous 

how popcorn feels; feathery , rough , as I Ight as air , warm 

how popcorn tastes: salty , crunchy , buttery 

The computer tlUs these words as part of the computer's 
response to the question and then branches back to 
next frame In Lesson 1: Section I* 
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The last two screens in this section display the descriptors that 
students generate as input for the questions asked .on previous screens. 

In Section C, students are presented with a picture of bacon and the 
picture cues for the five senses. Students are then asked to type in 
the questions that they can use to generate ideas for describing bacon. 
The computer requests one question per frame so that students' responses 
can be recorded and evaluated. The graphic cue for eacn generating 
question disappears when the student types in the corresponding question. 

After student input, the computer matches for the words look , sound , 
smel 1 , feel , taste . If there is a match, the computer branches to the 
Words Procedure (see Table k) and subsequently branches back to the main- 
line instruction. If there is no match or no response, the computer 
branches to the Assistance Procedure (see Table 5)i and subsequently 
branches to Words Procedure. When students have asked all the questions 
and generated descriptors as answers :> those questions, the computer 
displays all the generated ideas. The corresponding graphic cues are 
aligned with the Ideas. 

In Sectior/o, students select the food they wish to describe, 
popcorn or bacon. Then the computer displays all the descriptors 
generated to describe that food. Students obtain a printed copy of the 
display by pushing P. If a student does not select a topic for composting 
a description, the computer selects one for him/her. Students then com- 
pose their descriptions offline, on regular paper. 

* 

Lesson 2 

In Section A of Lesson 2, the computer explains that all the sensory 
questions cannot be posed and answered for many objects the writer may 
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MADS moccouRr 



mm \yp9 All the *mr4\ v*w caf IhlrA C««i»uUr rflkpUyk thtk frwv ».lth Oiichcvtr ' tite clu«k 

• f iMt ttll *^q1^^v^ri^ltt </i«».'<i(iim>. ^ folI«wJf»| Inkcrtt ik «t>proprtau. 

* ItSSOU 1: 

A. PItatt RCTUMN Mh«n y»w art flnlkhctf 

I b*cow ; mK«( b«c*rt lo*Vk tike, haw Imcoa koun^k Mh«n It 

1$ C«*liln9, hoM H«c«n taillk* h«M l^c*n ftclk 
yoo pick It up. 'mm l^cort t«kUk. 

ICSSON 2: 



rokt ; what • rott Iwtik llkt, haw • r«k« mwIU, h«M « 
r«kv f««U M^«n y«u towch lt> 

uu^tt: MMt a triM^t l«»kft llkt, what a trumpet koun^k 
llk«, Mhat a trtMp«t fttik llkt Mhcn you tauch 
It. 

• rafjQr: what an aranf* l«alkk llkt, irfiat an aranfc \m\\\ 
llkt, what an aranfc fttU llkt i^n you tauch 
It, what an oranft ttkttk tike. 



ICSSON ): 



4w»l> . a^t the thaMi tl<t, antf color of riupta. 

If Iht ttu^nt typtk Of»« or «ort vorJk, tht computer 
tfltplayk tht follu«ln« on tht kcrton with wortfk ttu^nt 
hak typt^' 

Can roii kay tort, ^fitxi (clut fraphic) 

I. When you are flnlthctf, pukh KCTURN. 



Mten KCTUKNCO \\ pvkhfj. kturfentS Murtfk art filrd 
for later printing. Thtn thr compultr kranchrk ak 
folto.«k 



kacon. to rraM« 2. Stctiun C, Ickkun I. unU>t,> tluk ik 
lakl keiikury Matcli If t^kl kcnkory -^jtvli, 
computer braiich<.k to TraMe 3 

rokt . to fraM« C, Section A, Itkkun 2, unlevk thik ik 
the la>t >enkurr Match, II Itkt kcn>ury Mtch, 
CbMpwtar br4n<.h«k to n«xt ktctiun. 

trui^t to fraMc 3. Section I Itkkun 2, onlvkv thik ik 
thr Itkt ktnkory Mich If Ukt kenkurr Mtch, 
computer kranchtk to r>cxt ktction 

orange to fra«c 3, StctioA C, Itkkon 2, unlrkk thik ik 
tht ttkt ktnwry Mtch. It lakl ktnkury Mitch, 
canputer branchtk to next ktction 

<uptj to frame 3t Stciion I, Itkkon unlekk thik ik 
tht lakt ktnkury Mtch. 11 ta>t ktnkOry *tatch, 
coMputtr kranchtk to next ttctlon. 



If tht $|u4tnt 4*«k not typt one nr «cir« Murtfk, the cooler 
rfikplayk the followln« (»at the llkt of wrUk 1«Iom, for 
likt of %utktlonk, ttt A atovel 



Htrt Ik a way to ttll ^/f iv^/i'UJtt. •/mvj{mM> 



Tht computtr thtn flltk computtr't «or4 an< kranchtk tk 
^tcrlbtrf tk>vt< 



lookk 
SOuntfk . 
k««llk 
frelk 
taklet- 



lOOlk! 

kwllk 
fttIk 



ktripttf 

tiltlinf 

kiipVy 

freaky 

kalty 



whlit 

llkt parfuMt 
vtlvtty 



looik 
kOwntfk 
ftelt. 



tookk 
iwltk. 
fatlki 
ttkttk; 



khiny 
krjkky 

cold 



rfin^tttf 

tangr 
ttUky 
kwtrt 



<u pla (fantaky flfurt 2j 



thape. 



titt; 
color; 



llkt an let crtam 

caot 

lar«t 

oramjw 
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Table 5 



ASSISTANCE PROCEDURE 



Here Is a question you can ask: 



-> 



The computer displays one of the questions that has 
not yet been asked about the topic: 



<appropriate que$tion> 



'appropriate 1 
$en$e grcphicl 



For eye graphic: What .does it look like? 
For ear graphic: What does It sound like? 
For nose graphic: What does it smell like? 
For I .nd graphic: What does It feel like? 
For mouth graphic: What does it taste like? 
For shape graphic: What shape Is it? 
For size graphic: What size is It? 
For color graphic: What color is It? 



Please push RETURN. 



The computer then branches to Words Procedure. 



wish, to describe. To demonstrate the inappropriateness of some questions, 
a rose is displayed as the object to be described while graphics dramatize 



the inappropriate nature of some sensory questions (e.g., a person ^'tasting" 



The computer then elicits input from students on the questions 
that can be appropriately posed for a rose. The computer evaluates 
students* responses and branches .when the answer is appropriate, as 



described for Section C In Lesson 1 above. If there Is no match or 
no response, the computer branches to the Prompting Procedure .(cee 



In Section B, students input questions that are appropriate to ask 
when they are generating content for describing a trumpet. As in Section 
A of this Lesson, the computer evaluates 'students* responses and branches 
appropriately to either the Words Procedure or the Prompting Procedure. 
The instructional procedures are the same for Section C, which presents 
an orange as the object to be described. 




a rose). 



Table. 6). 
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Table 6 

PKOHPTING rROCEDURE 



H«r« Is a clue to e question you cen esk: 
/picture: eye/eer/nose/hend/mouth/ 
<fir9t namf>7 



Computer displays en appropriate clue graphic. I^thlt 
9 first question for the topic, th^ computer 

— —^displays first graphic In sequence. If this Is not 
the first question, the computer displays the first 
graphic in sequence for'which a question has not been 
asked: 

rose: eye, nose, hand 
trumpet: eye, ear, hand 
orange: eye, nose, hand, mouth 
fantasy figure 2: shape, size, color 

If the student types in a response, the computer 
matches for any of the appropriate questions not 
previously nitched. If there is a match, the computer 
branches to the Words Procedure. }f there is ho match, 
or if the student does not respond, the computer branches 
to the Assistance Procedure. 



In Section D, a review of the questions to ask when generating 

Ideas for descriptions is displayed, along with the corresponding graphics 

cues, Vhe students again select a topic (either a rose, a trumpet, or 

I 

an orange) to describe offline, and the computer provides a hard copy of ^ ^ ' 
the descriptors that students have generated. 



Lesson 3 

In Section A, students are presented with a fantasy figure (see 

V 

Figure l), and computer explains that somet imesi' the only appropriate 
generating question is **What does it look like?'*^ The computer then 
presents specific ^'subquestions*' students can ask when they generate 
details about how something looks: 

What size Is it? ' • 

What shape is it? 

What color is it? 
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Cor'-csponding graphics cues arc di splayed. Each cue consists of two 
figures that are Identical except for one feature: 
Cues * Figures 

size one figure is larger than the other 

- shape one figure Is thinner than the other 

color the membars of the pair differ only In color 

Jhe computer then asks each size, shape, color question, and 
students generate Ideas In response to the question. The computer matches 
students^ Input for appropriate descriptors In the [Srogram's memory. A 
descriptor is provided if the student does not generate any appropriate 
responses. 




Figure 1: First Fantasy Figure In Instruction 
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In Section B, the student Is presented with two versions of another 
fantasy figure (see Figure 2). One Is a complete figure; the other is a 
collapsed outline of the same figure. The latter figure becomes the 
right size, shape, and color as the student inputs the corresponding 
question. When the student types In an appropriate generating question, 
the computer matches for the words "size,** "shape," and "color." When 
a match Is found, the computer branches to the Words Procedure to elicit 
appropriate descriptors. When there is either no match or no response, 
the computer branches to the Assistance Procedure. This process is 
repeated until the student has typed in all three questions about size, 
shape, and color. 

In Section C, students are taught a further refinement of the size, 
shape, and color questions. .A rabbit is displayed and students learn to ask 

about the size, shape, and color of its parts (e.g., "What shape are its 
parts?"). The computer then has the student generate ideas for describing 
the size, shape and color of those parts, and responses at*e evaluated 
for matches with appropriate descriptors programmed in memory. If the 
student does not input appropriate descriptors, the computer provides a 
single descriptor; providing more than one descriptor might encourage 
Students to let the computer do all the generating. 

In Section D, students are presented with a spider and asked to 
Identify the parts that can be described in terms of their shapes. 
The computer then evaluates students* responses. If there is neither a 
match nor a response, the computer provides the Information. Then students 
are presented with a review screen displaying descriptors of the size, 
shape, and color of the objects presented in Lesson 3. Students choose 
their topic for composing offline, as described for Lessons 1 and 2. 
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TERMINATION PROCEDURES 

The program can be terminated for several reasons and in several 
ways. If the student's operating time on the computer is close to 20 
minutes, the computer, at the point where It Is about to begin a new 
topic, displays the following screen: 

Inat Is enough for now. We will talk another time 
aoout getting Ideas for writing descriptions. 
Goodbye, <fiv8t name>. 

The computer then files all the student^s work during the operating 

time and logs the student off the computer. 

If the student types BYE at any time when the computer Is waiting 
for input, the computer responds with the following screen: 



Goodbye, <fiT8t name>. We will work later on 
getting ideas for description. 

As before, the computer files the student* s work during the operating 
time and logs the student off the computer. 

At any point where the student responds to a command/question but 
does not push the return key within 30 seconds after the response, the 
computer displays the following screen: 

If you have finished, please push the RETURN key. 
If you do not, I must say goodbye. 

If the student pushes the return key within 15 seconds, the computer 
branches back to the pplnt where the student was in the lesson before 
this termination procedure. If the student does not push the return 
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key within 15 seconds, the computer replaces the above frame with the 
following frame: 

Mm sorry. Goodbye, <fiv8t name>. 

The computer then terminates the lesson, filing work student has completed 
at that time, 

CONCLUSION 

The paper has described Instruction for teaching students how to 
generate ideas for writing descriptions. It has also presented specifi- 
cations for branching procedures that provide the potential for a highly 
interactive program. Furthermore, computer programming for the instruction 
and branching procedures is feasible, even within current memory limita- 
tions, particularly if videotape or videodisc Is used to display graphics. 
Given sufficient user interest and sufficient resources, this instructional 
design could become a viable and valuable component of a larger instruc- 
tional package for teaching the composing process. 
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